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HIDDEN MEANINGS... 



Thor has completed his Quest for Tires. Now ha must discover 
the Meaning Of Life, hidden away somewhere tn a long maze 
of mountains, 

The perilous roads around lhe mountains are covered with dams. 
Thor must gather 100 clams as he wheels his way along the 
rootle, than use the clams to pay Refer, the toll-taker, and ad¬ 
vance to the nEKt mountain. 

The only way to Ihs foil booth is through dark, scary caves. There 
are lots of clams in ihe caves for Thor to collect, but there are 
also sharp stalagmites to watch out for! Keep Thor's headlight 
sweeping back and lorlh fnr maximum clams. 

Out of the cave, watch out for the grouchy Grog, who "shelllishly* 
saves dams fo r himssl f , An d f ree-wh ealin g T hor must a Iso con - 
tend with rocks, potholes and wheel-ealing Tiredactyls in his 
quest lor clams and ihe Meaning Ol Life? 
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GETTING READY TO PLAY 

MAKE SURE THE COLECOVISION OH ADAM'" UNIT IS 
OFF BEFORE INSEHTIMG OR REMOVING A CARTRIDGE. 

Setting up tile game 

Press ihe Beset Bution. The Title Screen for Grog's Revenge 
wifi appear on your TV, Wait lor |ho Player Option Screen lo 
appear, then select the number ol players by pressing the cor¬ 
responding number on your Controller Keypad. 

One-Player Game: Use the Pnr| 1 Controller, 

Two-Player Gaitia: Player 1 uses the Pod 1 Controller. Player 
2 uses the Port 2 Controller. Player 1 goes lirsl and each turn 
lasts until the player completes a level or loses all his tires. 


HERE'S HOW TO PLAY 




PLAYING SCREEN 
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IP 
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SCORE SCREEN 


PREVIEW SCREEN 


The Gerne Screen has 3 seel Iona—Ihe play area, the scoring area, 
and the preview screen. 
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The Play Area 

Yew are in control of Thor Steer him along ihe path, but avoid 
driving into the wall, over the edge of the cliff, or into rocks and 
potholes. You can drive info caves or around corners. Try to pick 
up as many crams as you can—you'll need them lo pay the toll 
ai the toll booth. 

THOR'S CLAMS GROG'S CLAMS GROG S POSITION 



The Scoring Area 

The number of clams you have collected is shown beside the 
pictu re of Thor, bu t you are nl the on ly cla m-6 Igge r around! G rog 
is also after clams. Make sure you got enough clams to pay the 
toll before Grog gels them alll The number ol clams Grog has 
Is shown beside his picture. If you make if to Ihe toll booth, Peter 
will lake away (he number of clams needed for the toll. 

note: If you have 25 or more clams left aher paying the toll, and 
you have tost at least one tire, Peter will "gel" you a new tire 
for 25 clams. 

The Preview Screen 

To get to the toll booth, you must know where Thor is and where 
you are sending him! The Preview Screen functions as a map. 
Thor's local ion is marked by a square, black cursor When you 
go around a comer, you will see Ihe other side of Ihe mounlain. 
Watch to sea where the loll booth appears! Learn which paths 
are connected. Discover where caves can lead you, to find the 
best route to each toll booth. 
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Grog 

Grog's location is also shown on I he Preview Screen, ma r ked 
by a diamond-shaped, blue cursor, Avoid Grog a! all costs! If he 
should he on I he screen on the same path as you, it's "game 
over!" The only visual warning you will get of Grog’s approach 
is on the Pro view Screen. Bo careful lha! Grog’s not just b round 
The corner, or at the mouth of a cave you have jusl exiled. If he 
is„ wheel back into ihe cave, quickly! Whan Grog is about to come 
around a corner, you’ll hear a "beep-beep" Thai’s your signal 
io drive away—last! When ho is on ihe same paih as you* ha 
forgets about clams and hunts you down. Listen for the sound 
of his approach. When there are no clams left for Grog to gather* 
he will jump paths! 

Caves 

In the caves, Thor turns on his bead light. He must collect clams 
and avoid running into stalagmites. Some caves have forked 
paths. Where you come out of a cave depends on which side 
of the screen you were on at the -exit. On each level, the caves 
have only so many clams. The more you collect, the harder they 
are lo find! And* at the higher levels, IhEtre are more stalagmites, 
which requires even more careful steering! 






Tiredacfyls 

Ti redactyls are funny foes—Ihey'ra prehistoric bcnsiies (hat eat 
tines as ihalr tread and butter They curl ihemselves up into little, 
graan bails and may decide lo pursue you as you drive by. 
Tiredacfyls are afraid of the dark and of hairpin turns, so you 
can always shake one off your la 11 by going into caves or around 
a corner, If you just go plowing through, you will have a hard 
lime not feeding the Ihtle critter! Tiradactyfs wilt not pursue you, 
but will sit on the path and waif for you to go by again. 



If you meet up wilh a Tiredactyl traveling toward you in the same 
fane, turn around and travel in the opposite direction, or go 
around him by changing lanes and going faster. fl he's In a dif¬ 
ferent lane, just speed up tg escape. At the higher levels, the 
Tiredactyts are smarter! They can change Janes and change 
direction more often than they do at tower levels, Thor will have 
to do some fancy riding to avoid them! 
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TIPS 


* Try to choose paths whow Grog is galhering clams and pick 
up a tew clams while you ca n. Grog is gneedy and leaves none 
to chance! 

* Leave a few clams lying around. If a path has no clams at 
all, Grog moves faster. 

* When Grog is on the same path as you. he forgets about 
clams and goes for you! Try lo lead him astray. If necessary, 
gooff aclftf! If you have more tires, Ihegama continues, but 
oncB Grog gets you, you Vo gone! 

* Grog is afraid of dead ends, so use them as hiding plages, 

* Study Iho caves on all sides of the mountains, and remember 
where you've been! 


CUUES 

Level A: Warp up by going Into the first cave ol the path that 
you start on, and press ‘22' lo warp up to level (wo 

Level S: Every cave goes one way. If B is 2 and C is 3 r how do 
U warp from 0 two 2, 

Level C; Dead end paths, Dpad end caves., A Fortune warp to D. 

Level D: Some caves go 2 ways. Go around the comer, through 
the cave, back In, Slay loft, back in ay am and press iwo koys 
four level five. 

Level E; Drive down the path, around the comer, into I he cava, 
into Ifto cave and Iry lo get to ravel 6 Tao', 

Level F: Down the path, around the corner, inlo the cave, around 
the corner, into (he cave, press two keys for the Meaning Of Life. 
It mighl be easier to pay the tell I 
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SCORING 


Grey Clams 

POINTS 

10 

CLAMS 

1 

White Clams 

50 

5 

Cave Clams 

10 

1 

Cava Clams (while going fast) 

20 

2 

Warping up a level 

1000 



USING YOUR CONTROLS 

1. Control Slick; Move the Control Slick up, down, left or right 
to make Thor move in the direction that you choosu. 

2. Side Buttons: Pressing the Left Side Button will move you 
quickly through the pre-game screens. During game play, 
press the Left Side Button to make Thor move at a faster 
speed. The Right Side Button is not used during this game. 

3. Keypad: Press Keypad Buttons 1 or 2 to select a game on 
ihe Game Option Screen. 

On each level of the game, ihene is a special cave. If you press 
the correct sequence of buttons while in the cavg, you will 
warp up one level. (Sob Clues, page 7, for dues on warping 
to older love is.) 

Cartridge Reset 

The Cartridge Reset Button on the console slops the game and 

returns you to the Title Screen, It can be used to start a new 

game at any lime or in the event of game malfunction. 













THE FUN OF DISCOVERY 


This instruction guide provides the basic information you'll need 
lo start playing B C.s GUEST Hr GROG'S REVENGE, but It is 
only the beginning| You'll find Shat this cartridge contains special 
features that make this game exciting every time you play. 
Experiment with different techniques—and enjoy the game! 
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90-DAY LIMITED WARRANTY 

Cetaco wturanla bo Ilia original consumer purchaser in the United Stales 
of America that the physical oompomonls. of this cartridge will be free 
of delects in (ha malarial and workmanship for 90 days from i.hu date 
of purchase under normal in-housa uee, 

Cdleco's solo and exctuSiva liability Tor delects in malarial and workman¬ 
ship of the cartridge shell be limiled to repair or replacement al an 
aolbOfiiad Coleca Service Canter. This warranty does not obligate 
Coleco tb bear the cost of transportation charges in connection with the 
repair or replacement ol delectivo parts. 

This warranly is invalid if the damage or defect is caused by accident, 
act Ol God, consumer abuse, unauthorized alteration or repair, vandalism 
or misuse, 

Any Implied warranties arising out of the sale of ihe cartridge 
including Ihe implied warranties Of merchantability and fitness far 
a particular purpose ere limited to the above 90 day period. In no 
event shall Coleco be liable lo anyone lor incidental, conaoqirenlls!, 
contingent or any other damages In connection with or arising out 
ol the purchase or use of Ihe cartridge. Moreover, Coleco shall no I 
he liable for any claim of any kind whatsoever by any other party 
against the user ol Ihe cartridge, 

This limited warranly does not extend to the programs contained In (he 
cartridge and 1hg accompanying documantatian [nhn "Programs "), 
Coteoo does not warrant the Pnogramswill be free from error or will meet 
(he spec Ilk requirements or fijfpecia(ion& of ihe consumer, The con¬ 
sumer assumes complete responsibility lor any decisions made or 
actions taken based upon infer malign obtained using Ihe Programs. Any 
statements made concerning the utility of the Programs are nol to be 
construed as express or implied warranties. 

Coleco makes no warranty, either express or implied. Including any 
Implied wnrrarTlas of rncrchrint-iibJlfty and fitness for b particular pur¬ 
pose, in connection with Ihe Programs, and ell Programs ere made 
available solely on an "as it" bails. 

In no event shall Cofeco b# liable to anyone for incidental, conse¬ 
quent lal, contingent or any other damages In connection with or 
arising out of Ihe purchase or use of the Programs and the sole and 
exclusive Liability, II any, ol Cotaco, regardlesa of tha form of action, 
etufl not exceed the purchase price of the cartridge. Moreover, 
Coleco shall not be liable lor any claim or any kind whatsoever by 
any other parly against the user ol the Programs, 
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Tina warranty gives you specific legal righis, and you may have other 
rights which vary from Stale to State. Some states do not allow the 
exclusion or hmKalian cl Incidental or consequential damages or kmllri' 
lions on how long an implied warranty lasts, so ihe above limitations 
or occlusions may noi apply to you. 

SERVICE POLICY 

Please read your Owner's Manual canelully before using your oanridge. 
II your cartridge falls lo operate properly, pleuse refer to the trnublu- 
sfiooling checklist in the Operating' Tips Manual. If you cannot correct 
the malfunction liter consulting this manual, please cell Customer 
Service on Caloco's toll-free service hotline: 1 -BOO-042-1 £25 nation¬ 
wide, 

II Customer Service advises you lo return your cartridge, please relurn 
it postage prepaid aod insured, with your name, address, proof of Ihe 
dale oi purchase and a brlei description of iho probiam lo iho Service 
Center you have been directed to Tetum it to- If yOur cartridge is found 
to be lacfory defoclivo during Ihe first 90 days, il wilf bo repaired or 
replaced at no cost to you. If the cartridge is found to have been con¬ 
sumer damaged or abused and therefore not covered by the warranty, 
then you wilf be advised, in advance, of repair costs, 
ll yaui cartridge requires service after expiration of the 90 day Limited 
Warranty period, please call Coleca's ion-free service hotline for instruc¬ 
tions on how (o proceed: 1-600-842-1225 nationwide. 

IMPORTANT; SAVE YOUR RECEIPTS SHOWING DATE OF PURCHASE. 
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Electronics 


BC. characters © 1984 News Group Chicago, [no. Created 
by and © 1984 Sydney Development Carp, All rights 
reserved. 

Created by Sydney Development Carp. 

Designed by R. Banks 
Programmed by 

K. Shimiru, J. Harley. M. DoGagnc, M.L. O'Rourke 
Graphics by S, Fiander 
Sound by P. Butler 

Cole coV I si on Is a nog islered trademark ai CoIcm Industries, 
[nc, ADAM™ is a trademark of Coleco Industries, Inc. © 
1984 Coleco Industries. Inc. 

Package, Program and Audiovisual © 1984 Coleco Industries. 
Inc. Amsterdam, New York 12010 

ALL RIGHTS RESERVED 
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